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Abstract 

 

Social media is the group of online interchanges channels devoted to local area based input, 

interaction, content-sharing and joint effort. The purpose for this Project is to give detail data about 

the effect of social media on society. A ton of studies showed social media has both positive and 

adverse results. A portion of the positive results are, for instance, Socialization and 

Correspondence, improve learning openings and getting health related and other important data. 

Despondency, uneasiness, tormenting, psychological oppression, and crimes are a portion of the 

negative sides of web-based media on social orders. For the most part, when people groups utilize 

online media for fitting reason and foreordained objectives the result will be positive and the 

opposite is valid for antagonistic aftereffects.  

This also focuses on social media application that provides anonymity and would be the best for 

people to come out without being insecure and express themselves openly which the current social 

Medias don’t provide as they are more of showing people off and less of meaningful discussions. 

The project uses HTML, CSS, Express JS, and Bootstrap as the Frontend Technologies. Talking 

about the Backend Technologies it uses Node JS, Express Js and MongoDB as the database. 

As the result this application will serve the need of people to interact without being hesitant and 

will be able to share and views and see other people’s thoughts anonymously. 
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CHAPTER-1 Introduction 

1.1  INTRODUCTION 

The internet has become a worldwide commodity with the advent of modernization, reaching 

millions of individuals in their own space yet, as social media and intermediary platforms have 

become an integral part of our lives, their utility is becoming increasingly complex. The goal of 

this project is to build a more secure environment that not only fosters individuality but also fosters 

a more personal community for those who desire to remain anonymous on global online platforms.  

When it comes to using internet platforms, privacy is crucial. This program not only protects and 

respects a person’s privacy concerns, but it also provides an environment in which people can 

express themselves freely without fear of being judged, increasing morale and interpersonal 

communication abilities. The idea is creating an application which is all inclusive, safe, and unique 

and at the same time safeguarding the biggest concerns of any person while using the internet that 

is rights of privacy.  

This Project also focuses on how the modern social media has been shaping and transforming our 

society in both positive and negative manner and what the consequences are of these advancements, 

as we have seen and known that social media affects our lives majorly now and has become a 

routine for most of the people. 

 

1.2 PROJECT DESCRIPTION 

This project is aimed to developing an online Social media application. The entire project has been 

developed keeping in view of the distributed client server computing technology, in mind. This 

system is developed keeping in mind the unexpressed thoughts of people which remain unheard 

and through this application any person who wants to express his/her feelings and thoughts can do 

so anonymously without the risk of being identified. Moreover this application can be a platform 

of discussion for not so talked about open issues.  

Anyone can login or register on the platform and no personal information is required. The project 

has been planned to be having the view of distributed architecture, with centralized storage of the 

database. The application for the storage of the data has been planned. Using the constructs of 

MongoDB Atlas Server and all the user interfaces have been designed using the Node or (MERN) 

related technologies.  

The database connectivity is planned using the mongoose methodology. The standards of security 

and data protective mechanism have been given a big choice for proper usage. The application 
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takes care of different modules and their associated tasks, which are produced as per the applicable 

strategies and standards that are put forwarded by the administrative staff. The entire project has 

been developed keeping in view of the distributed client server computing technology, in mind.  

The user interfaces are browser specific to give distributed accessibility for the overall system. The 

internal database has been selected as MongoDB and the application is hosted on HEROKU. 

 

The basic constructs of table spaces, clusters and indexes have been exploited to provide higher 

consistency and reliability for the data storage. The MongoDB database was a choice as it provides 

the constructs of high-level reliability and security. The total front end was dominated using the 

MERN technologies. At all proper levels high care was taken to check that the system manages 

the data consistency with proper business rules or validations. 

The database connectivity was planned using the latest mongoose technology. The authentication 

and authorization were crosschecked at all the relevant stages. The encryption methods are DES 

which along with added salts gives high level authentication security. 

 

1.3  PROBLEM FORMULATION: 

The internet has become a worldwide commodity with the advent of modernization, reaching 

millions of individuals in their own space yet, as social media and intermediary platforms have 

become an integral part of our lives, their utility is becoming increasingly complex. A more secure 

environment that not only fosters  individuality but also fosters a more personal community for 

those who desire to remain anonymous on global online platforms. When it comes to using internet 

platforms, privacy is crucial. This program not only protects and respects a person’s privacy 

concerns, but it also provides an environment in which people can express themselves freely 

without fear of being judged, increasing morale and interpersonal communication abilities. Several 

supporting arguments demonstrating how social media, particularly Facebook and Instagram can 

cause psychological issues. It is undeniable that social media has negative personal consequences 

for young people, allowing them to over-analyze and criticize themselves and their problems. 

People today and especially youngsters who use these platforms see other peoples successful and 

lively “online life” makes them feel less of themselves and they overthink and this can cause 

depression. 
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1.4  PURPOSE: 

The purpose is to develop an online Social media application which will allow its users to be freer 

and will let them open up without being identified which mos of the prevailing products don’t 

provide. This system is developed keeping in mind the unexpressed thoughts of people which 

remain unheard and through this application any person who wants to express his/her feelings and 

thoughts can do so anonymously without the risk of being identified. Moreover this application 

can be a platform of discussion for not so talked about open issues 

1.5  SCOPE: 

The application is a way for people across the world to come together at a place anonymously and 

have the insight of what people actually think rather than what they generally show. While 

developing the system, there shall be a space for further modification. There shall be a proper 

documentation so that further enhancement becomes easy.  

As a whole, the system is focused to create a worry-free space in the times of need and an addition 

modification, it can also be modified for better user communication and activities which can be 

introduced further. 

1.6  TECHNOLOGIES USED: 

1.4.1 Front-end: 

● HTML 

● CSS 

● JavaScript 

● Bootstrap 

2.4.1 Back-end: 

● Node.js 

● Express 

3.4.1 Database: 

● MongoDB 

4.4.1 Server: 

● Heroku
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CHAPTER-2 Literature Survey 

 

The system we present here is a public interface for all its users to come together at a virtual place 

to share and receive ideas, thoughts or things that people generally are scared to on other existing 

platforms because of the identity being exposed on those platforms. This application provides a 

safe environment for its users using the latest and most secure technologies available in the domain. 

 

Besides these, there are ample scopes to improve this application. Some more features can be 

added to establish this application for a social networking application on larger grounds and can 

perform drastically well as per the usage required. 

According to Junco et al., (2010), “social media are a collection of internet websites, services, and 

practices that support collaboration, community building, participation, and sharing”. 

As Andres (2010) referred to in Ghulam et al., 2014 depicted in his review that Social media is a 

bunch of web put together applications that develops with respect to the philosophical and 

innovative establishment of marry and that grant the plan and trade of client produced content. 

So social media has definitions of various kinds from various people and can differ according to 

different people and how they see its advantages and disadvantages. 

In the last few decades, cyberbullying has become a major issue among teenagers, as it allows 

bullies to humiliate their victims by posting things in front of their peers. Bullying is defined as an 

aggressive act committed repeatedly and over time by a group or an individual against a victim 

who is unable to defend himself or herself (Bannink et al., 2014). According to Campbell (2005), 

the use of the Internet and mobile phones has resulted in the emergence of a new form of bullying 

known as 'cyberbullying.' Aggression occurs via electronic means, such as the Internet and, 

particularly, social media, in cyberbullying (Bannink et al., 2014). 

2.1  EXISTING SYSTEM 

In existing there is no proper care about the people’s privacy fully when it comes to “deploying 

their personal thoughts on the internet”, for the social media world to be a place where people can 

express their thoughts openly is quite shallow as we can witness people being victims of cyber 

bullying and receive open threats from people or large groups which defeats the purpose of one’s 

intention to post something. 
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Twitter for example is an app where people express their opinions but we have witnessed many 

cases where people’s lives and privacy have been put on line because some people don’t like what 

the others say or get offended and then there are consequences. 

 

Other big Social media platforms are much about people or the users sharing their lives and kind 

of share information about themselves on their timelines or profiles. This all information being 

exposed does not give them the freedom to share openly so the existing systems are jut platforms 

to share and show off details rather than open platforms for discussions. 
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CHAPTER-3 Feasibility Study 

 

Preliminary investigation examines project feasibility, the likelihood the system will be useful to 

the organization. The main objective of the feasibility study is to test the Technical, Operational 

and Economical feasibility for adding new modules and debugging old running system. All system 

is feasible if they are unlimited resources and infinite time. There are aspects in the feasibility 

study portion of the preliminary investigation: 

● Technical Feasibility 

● Operation Feasibility 

● Economic Feasibility 

3.1 TECHNICAL FEASIBILITY  

The technical issue usually raised during the feasibility stage of the investigation includes 

the following: 

● Does the necessary technology exist to do what is suggested? 

● Do the proposed equipment’s have the technical capacity to hold the data required to use the 

new system? 

● Will the proposed system provide adequate response to inquiries, regardless of the number or 

location of users? 

● Can the system be upgraded if developed? 

● Are there technical guarantees of accuracy, reliability, ease of access and data security? 

Earlier no system existed to cater to the needs of ‘Secure Infrastructure Implementation System’. 

The current system developed is technically feasible. It is a web-based user interface for audit 

workflow at NIC-CSD. Thus, it provides an easy access to the users.  

The database’s purpose is to create, establish and maintain a workflow among various entities in 

order to facilitate all concerned users in their various capacities or roles. Permission to the users 
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would be granted based on the roles specified. Therefore, it provides the technical guarantee of 

accuracy, reliability and security.  

The software and hard requirements for the development of this project are not many and are 

already available in-house at NIC or are available as free as open source. The work for the project 

is done with the current equipment and existing software technology. Necessary bandwidth exists 

for providing fast feedback to the users irrespective of the number of users using the system. 

3.2 OPERATIONAL FEASIBILITY 

Proposed projects are beneficial only if they can be turned out into information system. That will 

meet the organization’s operating requirements. Operational feasibility aspects of the project are 

to be taken as an important part of the project implementation. Some of the important issues raised 

are to test the operational feasibility of a project includes the following: - 

● Is there sufficient support for the management from the users? 

● Will the system be used and work properly if it is being developed and implemented? 

● Will there be any resistance from the user that will undermine the possible application benefits? 

This system is targeted to be in accordance with the above-mentioned issues. Beforehand, the 

management issues and user requirements have been taken into consideration. So, there is no 

question of resistance from the users that can undermine the possible application benefits. 

The well-planned design would ensure the optimal utilization of the computer resources and would 

help in the improvement of performance status. 

3.3 ECONOMIC FEASIBILITY 

A system can be developed technically and that will be used if installed must still be a good 

investment for the organization. In the economic feasibility, the development cost in creating the 

system is evaluated against the ultimate benefit derived from the new systems. Financial benefits 

must equal or exceed the costs. 
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The system is economically feasible. It does not require any addition hardware or software. Since 

the interface for this system is developed using the existing resources and technologies available 

at NIC, There is nominal expenditure and economic feasibility for certain.  
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CHAPTER- 4 System Analysis 

4.1 SOFTWARE REQUIREMENT SPECIFICATION (SRS) 

The software application is designed for working in the web from any device and can be accessed 

using any browser from a remote location.  

4.1.1 Introduction 

Purpose:  

The main purpose for preparing this document is to give a general insight into the analysis and 

requirements of the existing system or situation and for determining the operating 

characteristics of the system. 

Scope:  

This Document plays a vital role in the software development life cycle (SDLC) and it 

describes the complete requirement of the system. It is meant for use by the developers and 

will be the basic during testing phase. Any changes made to the requirements in the future will 

have to go through formal change approval process. 

 

4.1.2 Developers   Responsibilities   Overview: 

The developer is responsible for:   

● Developing the system, which meets the SRS and solving all the requirements of the system? 

● Demonstrating the system and installing the system at client's location after the acceptance 

testing is successful. 

● Submitting the required user manual describing the system interfaces to work on it and also 

the documents of the system. 

● Conducting any user training that might be needed for using the system. 

● Maintaining the system for a period of one year after installation.  
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4.1.3 Modules  

Administration: 

In this module the Administrator has the privileges to add all the Blood Groups, add donors, 

update contact info, manage queries and manage request for blood. He can search all the info 

about the Donor.  

Functionality 

● Creation of account. 

● Logging into the account securely. 

● View the thoughts or ideas of other users. 

● Share thoughts or ideas. 

● Edit the thoughts shred by user. 

● Log out securely. 

 

Authentication: 

Authentication is the first priority which here is handled through Passport in NodeJs as it 

provides Auth0. Auth0 is a global leader in Identity-as-a-Service (IDaaS). Its extensible 

platform seamlessly authenticates and secures more than 2.5 billion logins per month, 

making it loved by developers and trusted by global enterprises. 

 

 

4.2 HARDWARE REQUIREMENTS 

● Intel i3 2.8 GHz Processor and Above 

● RAM 512MB and Above 

● HDD 20 GB Hard Disk Space and Above 

 

https://www.webopedia.com/TERM/I/idaas-identity-as-a-service.html
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4.3 SOFTWARE REQUIREMENTS 

● WINDOWS OS (2007 and above) or MAC OS or linux OS 

● Visual Studio Code 2005 Enterprise Edition 

● Nodejs and NPM. And all related modules. 

● MongoDB Atlas 

● Herokiu Server  
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CHAPTER-5 Project Design 

5.1 SOFTWARE DEVELOPMENT LIFE CYCLE MODEL 

(WATERFALL MODEL): 

The waterfall model was selected as the SDLC model due to the following reasons: 

● Requirements were very well documented, clear and fixed. 

● Technology was adequately understood. 

● Simple and easy to understand and use. 

● There were no ambiguous requirements. 

● Easy to manage due to the rigidity of the model. Each phase has specific deliverables and 

a review process. 

● Easy to arrange tasks. 

 

 

Fig 1: Waterfall Diagram 
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5.2  USE-CASE DIAGRAM: 

Use case diagram is a platform that can provide a common understanding for the end-users, 

developers and the domain experts. It is used to capture the basic functionality i.e., use cases, and 

the users of those available functionality, i.e., actors, from a given problem statement. In this 

experiment, we will learn how use cases and actors can be captured and how different use cases 

are related in a system.  

5.2.1 Use case diagrams: 

Use case diagrams belong to the category of behavioral diagram of UML diagrams. Use 

case diagrams aim to present a graphical overview of the functionality provided by the 

system. It consists of a set of actions (referred to as use cases) that the concerned system 

can perform one or more actors, and dependencies among them. 

5.2.2 Actor: 

An actor can be defined as an object or set of objects, external to the system, which interacts 

with the system to get some meaningful work done. Actors could be human, devices, or 

even other systems. For example, consider the case where a customer withdraws cash from 

an ATM. Here, customer is a human actor. Actors can be classified as below:  

● Primary actor: They are principal users of the system, who fulfill their goal 

by availing some service from the system. For example, a customer uses an 

ATM to withdraw cash when he needs it. A customer is the primary actor here.  

● Supporting actor: They render some kind of service to the system. "Bank 

representatives", who replenishes the stock of cash, is such an example. It 

may be noted that replenishing stock of cash in an ATM is not the prime 

functionality of an ATM.  

 

5.2.3 Use Case:  
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A use case is simply functionality provided by a system. Continuing with the example of the ATM, 

withdraw cash is a functionality that the ATM provides. Therefore, this is a use case. Other 

possible use cases include, check balance, change PIN, and so on. Use cases include both 

successful and unsuccessful scenarios of user interactions with the system. For example, 

authentication of a customer by the ATM would fail if he enters wrong PIN. In such case, an error 

message is displayed on the screen of the ATM.  

 

5.2.4. Subject: 

Subject is simply the system under consideration. Use cases apply to a subject. For example, 

an ATM is a subject, having multiple use cases, and multiple actors interact with it. 

However, one should be careful of external systems interacting with the subject as actors. 

5.2.5. Guidelines for drawing Use Case diagrams: 

Following general guidelines could be kept in mind while trying to draw a use case 

diagram:  

● Determine the system boundary  

● Ensure that individual actors have well-defined purpose  

● Use cases identified should let some meaningful work done by the actors  

● Associate the actors and use cases -- there shouldn't be any actor or use case floating 

without any connection 

● Use include relationship to encapsulate common behavior among use cases, if any 
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Fig 2: Use Case Diagram 
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5.3 DATA FLOW DIAGRAM: 

A data flow diagram is graphical tool used to describe and analyze movement of data through a 

system.  These are the central tool and the basis from which the other components are developed.  

The transformation of data from input to output, through processed, may be described logically 

and independently of physical components associated with the system.  These are known as the 

logical data flow diagrams.   

The physical data flow diagrams show the actual implements and movement of data between 

people, departments and workstations.  A full description of a system actually consists of a set of 

data flow diagrams.  Using two familiar notations Yourdon, Gane and Sarson notation develops 

the data flow diagrams. Each component in a DFD is labeled with a descriptive name.  Process is 

further identified with a number that will be used for identification purpose.  

The development of DFD’S is done in several levels.  Each process in lower-level diagrams can 

be broken down into a more detailed DFD in the next level.  The lop-level diagram is often called 

context diagram. It consists a single process bit, which plays vital role in studying the current 

system.  The process in the context level diagram is exploded into other process at the first level 

DFD. 

The idea behind the explosion of a process into more process is that understanding at one level of 

detail is exploded into greater detail at the next level.  This is done until further explosion is 

necessary and an adequate amount of detail is described for analyst to understand the process.  

A DFD is also known as a “bubble Chart” has the purpose of clarifying system requirements and 

identifying major transformations that will become programs in system design.  So, it is the starting 

point of the design to the lowest level of detail.  A DFD consists of a series of bubbles joined by 

data flows in the system. 

5.3.1 DFD Symbols 

In the DFD, there are four symbols 

● A square defines a source(originator) or destination of system data 
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● An arrow identifies data flow.  It is the pipeline through which the information 

flows 

● A circle or a bubble represents a process that transforms incoming data flow into 

outgoing data flows. 

● An open rectangle is a data store, data at rest or a temporary repository of data 

 

---------------------> 

 Process that transforms data flow. 

 

   

  

Source or Destination of data    

       

 

Data flow 

 

 

 

 

 

5.3.2 Constructing A DFD 

Several rules of thumb are used in drawing DFD’S: 
 

● Process should be named and numbered for an easy reference.  Each name should be 

representative of the process. 

● The direction of flow is from top to bottom and from left to right.  Data traditionally flow from 

source to the destination although they may flow back to the source.  One way to indicate this 
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is to draw long flow line back to a source.  An alternative way is to repeat the source symbol 

as a destination.  Since it is used more than once in the DFD it is marked with a short diagonal. 

● When a process is exploded into lower-level details, they are numbered. 

● The names of data stores and destinations are written in capital letters. Process and dataflow 

names have the first letter of each work capitalized 
 

A DFD typically shows the minimum contents of data store.  Each data store should contain 

all the data elements that flow in and out. 

Questionnaires should contain all the data elements that flow in and out.  Missing interfaces 

redundancies and like is then accounted for often through interviews. 

 

5.3.3 Salient Features Of DFD’s 

● The DFD shows flow of data, not of control loops and decision are controlled 

considerations do not appear on a DFD. 

● The DFD does not indicate the time factor involved in any process whether the dataflow 

take place daily, weekly, monthly or yearly. 

● The sequence of events is not brought out on the DFD. 

 

 

Fig. 3 Data Flow Diagram 
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CHAPTER-6 Software Development Environment 

6.1 UI INTERFACE DESIGN 

The user interface (UI) is the point at which human users interact with a computer, website or 

application. The goal of effective UI is to make the user's experience easy and intuitive, requiring 

minimum effort on the user's part to receive maximum desired outcome. UI is created in layers of 

interaction that appeal to the human senses (sight, touch, auditory and more). They include both 

input devices like keyboard, mouse, trackpad, microphone, touch screen, fingerprint scanner, e-

pen and camera and output devices like monitors, speakers and printers. Devices that interact with 

multiple senses are called "multimedia user interfaces". For example, everyday UI uses a 

combination of tactile input (keyboard and mouse) and a visual and auditory output (monitor and 

speakers). 

User interface design is concerned with the dialogue between user and computer. It is concerned 

with everything from starting the system or logging into the system to eventually presentation of 

desired inputs and outputs. The overall flow of screens messages is called a dialogue. 

6.1.1 Guidelines for an effective UI 

Everything stems from knowing your users, including understanding their goals, skills, 

preferences, and tendencies.  Once you know about your user, make sure to consider the 

following when designing the interface: 

● Keep the interface simple:  

The best interfaces are almost invisible to the user. They avoid unnecessary elements 

and are clear in the language they use on labels and in messaging. 

● Create consistency and use common UI elements: 

By using common elements in your UI, users feel more comfortable and are able to 

get things done more quickly.  It is also important to create patterns in language, 

layout and design throughout the site to help facilitate efficiency. Once a user learns 

how to do something, they should be able to transfer that skill to other parts of the 

site.  
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● Be purposeful in page layout: 

Consider the spatial relationships between items on the page and structure the page 

based on importance. Careful placement of items can help draw attention to the most 

important pieces of information and can aid scanning and readability. 

● Strategically use color and texture: 

You can direct attention toward or redirect attention away from items using color, 

light, contrast, and texture to your advantage. 

● Use typography to create hierarchy and clarity:  

Carefully consider how you use typeface. Different sizes, fonts, and arrangement of 

the text to help increase ability to scan, legibility and readability. 

● Make sure that the system communicates what’s happening:  

Always inform your users of location, actions, changes in state, or errors. The use of 

various UI elements to communicate status and, if necessary, next steps can reduce 

frustration for your user.  

● Think about the defaults: 

By carefully thinking about and anticipating the goals people bring to your site, you 

can create defaults that reduce the burden on the user.  This becomes particularly 

important when it comes to form design where you might have an opportunity to have 

some fields pre-chosen or filled out. 

 

6.2 Introduction to NodeJS 

Node.js is an open-source and cross-platform JavaScript runtime environment. It is a popular tool 

for almost any kind of project! 

Node.js runs the V8 JavaScript engine, the core of Google Chrome, outside of the browser. This 

allows Node.js to be very performant. 

A Node.js app runs in a single process, without creating a new thread for every request. Node.js 

provides a set of asynchronous I/O primitives in its standard library that prevent JavaScript code 

from blocking and generally, libraries in Node.js are written using non-blocking paradigms, 

making blocking behavior the exception rather than the norm. 
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When Node.js performs an I/O operation, like reading from the network, accessing a database or 

the filesystem, instead of blocking the thread and wasting CPU cycles waiting, Node.js will resume 

the operations when the response comes back. 

This allows Node.js to handle thousands of concurrent connections with a single server without 

introducing the burden of managing thread concurrency, which could be a significant source of 

bugs. 

Node.js has a unique advantage because millions of frontend developers that write JavaScript for 

the browser are now able to write the server-side code in addition to the client-side code without 

the need to learn a completely different language. 

In Node.js the new ECMAScript standards can be used without problems, as you don't have to 

wait for all your users to update their browsers - you are in charge of deciding which ECMAScript 

version to use by changing the Node.js version, and you can also enable specific experimental 

features by running Node.js with flags. 

Express: It provides one of the simplest yet powerful ways to create a web server. Its minimalist 

approach, un-opinionated, focused on the core features of a server, is key to its success. 

 

6.2.1 Web Development 

PHP is widely used in web development nowadays. PHP can develop dynamic websites easily. 

But you must have the basic the knowledge of following technologies for web development as 

well. 

● HTML 

● CSS 

● JavaScript 

● Bootstrap 

● XML and JSON 

● jQuery 

 

6.2.2 Prerequisite 

Before learning Node, you must have the basic knowledge of HTML, CSS, and JavaScript. So, 

learn these technologies for better implementation of NodeJS. 



22 

 

● HTML - HTML is used to design static webpage. 

● CSS - CSS helps to make the webpage content more effective and attractive. 

● JavaScript - JavaScript is used to design an interactive website. 

 

6.3 CLIENT APPLICATION DEVELOPMENT 

Client applications are the closest to a traditional style of application in Windows-based 

programming. These are the types of applications that display windows or forms on the desktop, 

enabling a user to perform a task. Client applications include applications such as word processors 

and spreadsheets, as well as custom business applications such as data-entry tools, reporting tools, 

and so on. Client applications usually employ windows, menus, buttons, and other GUI elements, 

and they likely access local resources such as the file system and peripherals such as printers. 

Another kind of client application is the traditional ActiveX control (now replaced by the managed 

Windows Forms control) deployed over the Internet as a Web page. This application is much like 

other client applications: it is executed natively, has access to local resources, and includes 

graphical elements. 

Express: It provides one of the simplest yet powerful ways to create a web server. Its minimalist 

approach, un-opinionated, focused on the core features of a server, is key to its success. 

 

6.3.1 Introduction to DBMS 

Welcome to the MongoDB 5.0 Manual! MongoDB is a document database designed for ease of 

development and scaling. The Manual introduces key concepts in MongoDB, presents the query 

language, and provides operational and administrative considerations and procedures as well as a 

comprehensive reference section. 

● MongoDB offers both local and cloud-hosted deployment options: 

 

● For locally hosted deployments, MongoDB offers both a Community and an Enterprise version 

of the database: 

● MongoDB Community is the source available and free to use edition of MongoDB. 

MongoDB Enterprise is available as part of the MongoDB Enterprise Advanced subscription 
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and includes comprehensive support for your MongoDB deployment. MongoDB Enterprise 

also adds enterprise-focused features such as LDAP and Kerberos support, on-disk encryption, 

and auditing. 

● MongoDB Atlas is a hosted MongoDB Enterprise service option in the cloud which requires 

no installation overhead and offers a free tier to get started. 

● Document Database 

● A record in MongoDB is a document, which is a data structure composed of field and value 

pairs. MongoDB documents are similar to JSON objects. The values of fields may include 

other documents, arrays, and arrays of documents. 

6.3.2 How MongoDb works? 

Key Features 

High Performance 

MongoDB provides high performance data persistence. In particular, 

 

Support for embedded data models reduces I/O activity on database system. 

Indexes support faster queries and can include keys from embedded documents and arrays. 

Rich Query Language 

MongoDB supports a rich query language to support read and write operations (CRUD) as 

well as: 

 

Data Aggregation 

Text Search and Geospatial Queries. 

SQL to MongoDB Mapping Chart 

SQL to Aggregation Mapping Chart 

Learn about the latest query language features with the MongoDB Query Language: What's 

New presentation from MongoDB.live 2020. 

High Availability 

MongoDB's replication facility, called replica set, provides: Automatic failover data 

redundancy. 
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A replica set is a group of MongoDB servers that maintain the same data set, providing redundancy 

and increasing data availability. 

 

Horizontal Scalability 

MongoDB provides horizontal scalability as part of its core functionality: 

 

Sharding distributes data across a cluster of machines. 

Starting in 3.4, MongoDB supports creating zones of data based on the shard key. In a balanced 

cluster, MongoDB directs reads and writes covered by a zone only to those shards inside the zone. 

See the Zones manual page for more information. 
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CHAPTER-7 Proposed System 

 

7.1  SYSTEM FUNCTIONALITIES 

● The application is a web based application which is made on Node.js and MongoDB Atlas 

serves as the database for storing both the user data and their credentials. 

● A safe registration and login which allows users to make an account or if they already have 

log in securely and the data they provide here is encrypted using the advanced encryption technique 

AES and then thereafter a salt is added too so it can in no way be possible to decrypt which ensures 

the privacy of users at the application level.  

● Users once logged in will be able to see the thoughts put in by other users and can now 

share their own thoughts too. 

● This application uses Express JS  along with HTML and CSS for frontend and is managed 

and powered by Node.js in the backend. 

● express: a minimalist framework for building web applications 

● bodyparser: for parsing data in the body of requests sent to the server 

● mongoose: A DRM (Data relation management) for managing mongodb database 

● AES encryption: AES-256 uses a 256-bit key length to encrypt and decrypt a block of 

messages. 

● Each cipher encrypts and decrypts data in blocks of  bits using cryptographic keys of 256 

bits,  Symmetric, also known as secret key, ciphers use the same key for encrypting and decrypting. 

The sender and the receiver must both know -- and use -- the same secret key. 

● The addition of salts to data which are long values which further encrypt the data and make 

it more complex to break. 
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All this combines to make a web application which is safe and secure and its users can openly 

express and share thoughts they were not able to on the conventional platforms using the modern 

technologies in the application development field and also making use of the secure encryption 

standards.  
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CHAPTER-8 Testing 

8.1 INTRODUCTION 

Software testing is a critical element of software quality assurance and represents the ultimate 

review of specification, design and coding. In fact, testing is the one step in the software 

engineering process that could be viewed as destructive rather than constructive. 

A strategy for software testing integrates software test case design methods into a well-planned 

series of steps that result in the successful construction of software. Testing is the set of activities 

that can be planned in advance and conducted systematically. The underlying motivation of 

program testing is to affirm software quality with methods that can economically and effectively 

apply to both strategic to both large and small-scale systems. 
 

8.2 STRATEGIC APPROACH TO SOFTWARE TESTING 

The software engineering process can be viewed as a spiral. Initially system engineering defines 

the role of software and leads to software requirement analysis where the information domain, 

functions, behavior, performance, constraints and validation criteria for software are established. 

Moving inward along the spiral, we come to design and finally to coding. To develop computer 

software, we spiral in along streamlines that decrease the level of abstraction on each turn. 
 

 

 

 

 

 

 

 

 

 

  UNIT TESTING 

MODULE TESTING 

SUB-SYSTEM TESING 

SYSTEM TESTING 

ACCEPTANCE TESTING 

Component Testing 

Integration Testing 

User Testing 
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8.3 UNIT TESTING 

Unit testing focuses verification effort on the smallest unit of software design, the module. The 

unit testing, we have is white box oriented and some modules the steps are conducted in parallel. 

8.3.1 White Box Testing 

This type of testing ensures that 

● All independent paths have been exercised at least once 

● All logical decisions have been exercised on their true and false sides 

● All loops are executed at their boundaries and within their operational bounds 

● All internal data structures have been exercised to assure their validity. 

To follow the concept of white box testing we have tested each form .we have created 

independently to verify that Data flow is correct, All conditions are exercised to check their 

validity, All loops are executed on their boundaries. 

8.3.2 Conditional Testing 

In this part of the testing each of the conditions were tested to both true and false aspects. And 

all the resulting paths were tested. So that each path that may be generate on particular 

condition is traced to uncover any possible errors. 

8.3.3 Data Flow Testing 

This type of testing selects the path of the program according to the location of definition and 

use of variables. This kind of testing was used only when some local variables were declared. 

The definition-use chain method was used in this type of testing. These were particularly useful 

in nested statements. 

8.3.4 Loop Testing 

In this type of testing all the loops are tested to all the limits possible. The following exercise 

was adopted for all loops: 

● All the loops were tested at their limits, just above them and just below them. 
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● All the loops were skipped at least once. 

● For nested loops test the inner most loop first and then work outwards. 

● For concatenated loops the values of dependent loops were set with the help of connected 

loop. 

● Unstructured loops were resolved into nested loops or concatenated loops and tested as 

above. 

Each unit has been separately tested by the development team itself and all the input have been 

validated. 
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CHAPTER-9 Conclusion and Future Works 

9.1 Conclusion  

As the result the project shows what social media is and how it has affected the lives of people in 

the modern human society and what are its positive and negative impacts and provides a proposed 

solution as an anonymous social media application which is a project focused on creation of an 

anonymous platform for users to share their thoughts and see other peoples thoughts which is not 

there in the social media applications as of now. Like any other project this is also a first level 

prototype which can further be developed and can have many other functionalities like functions 

where users can interact directly interact and share their views whilst being anonymous. The end 

result is a web application which functions on good quality security and authentication for the 

usage required. 

After observing the growth, usefulness and the user-acceptance of the application, we would be 

expanding the functionalities of the application and launching more features which will allow 

further enhancements of the application and make it more immense and user friendly. 
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CHAPTER-10 Source Code and Product Output 

 

10.1 Source code- 
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10.2 Product Output 
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